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® fym Technologies 


An Introduction to Pym Tech @ 


HANK PYM 
LOG ENTRY: 


Incredible things happen 
every day—and today was no 
exception. Scott Lang, the 
ex-thief Hope and I coached 
into becoming the Ant-Man, 
went subatomic to stop 
Darren Cross—and returned! 
I had always thought that 
entering the Quantum Realm 
would mean shrinking for all 
eternity, becoming trapped in 
a reality where the concepts 
of space and time were no 
longer relevant. You'd be gone 
forever. Scott proved this 
wrong. How did I not see that 
during those 10 long years I 
threw myself into my work, 
learning all I could about the 
Quantum Realm when my 
beloved Janet disappeared? 


dJanet—I thought I'd lost her 
forever, but to have even a 
chance of bringing her back 
to me... Nothing else matters. 
I have to try to rescue her. 
So it’s time to dust off my old 
notes to see whether there's 
something I missed. I'll let. 
Hope read them, too—she 
may see something I’m not. 


‘My new purpose is clear: Find 
a way to enter the Quantum 
Realm and bring my Janet 
back home where she belongs. 
Starting now. 


— HP. 


HOW CAN A COMIC-BOOK HERO who shrinks ond 
gold? When 
ng Ant-Man to the big 
lic alike were convinced 


Ant-Man, Marvel Studios ex 


ives quickly 


gre sequel, want not only to continue the adventures 
of protagonists like Scott Lang, Hope Van Dyne, and Hank Pym, 
buta ore a character referenced often but only seen 


first film: Janet Van Dyne, A.K.A. the Was 


gover the entire first movie 
d says. "It affected the 

J his ter, Hope, Her 
@ big hole in their | they dealt 
many years and fractured their 
> beginnings of them healing 


ip. You starte 


5ing back and talking about what had happe n that 
Janet has always been a part of this franchi 

Family dynamics played an important part in the audience's 

ponse to Ant-A >mething filmmakers made sure would 


ond the Wasp backbone of the 
nip between Scott and his daughter 
the relationship between Hope and her father 
and the fact that she lost her mother at a very young 

esident and Executive Producer Kevin 
vie unfo that she was 
he Wasp mission in the 
the Quantum Realm. At the end of 
tuck down there, and he's able to 
time Hank ha: 


@ idea that mayt 
r back. So again, the family unit 


continuing 
is continuing 
able to 


ve is the heart of the 
ers that we have to build 
those characters are so 
ys. "My attitude toward 
make a movie where the human nt is 
g. And, yes, there's going to be amozing 
ences because that's 
you want the movie to 
blished these characters, 
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Peyton Reed 


ANT-MAN::WASP 


HANK PYM LOG ENTRY: 


It’s been 30 years since my beloved Janet, the 
original Wasp, saved the world from a Soviet 
ICBM and went subatomic. Now, our Hope has 
taken up the mantle as the new Wasp. And 
Scott, who I recruited to fill my Ant-Man suit 
when I could no longer wear it...well, I haven't 
decided what I want to do with him yet. — H.P. 


While Honk Pym, Hope Van Dyne, and Scott Lang all 
ended Ant-Man on good terms, the repercussions from 
Scott's actions in his second on-screen appearance 
hove drastically changed the group dynamics. “I'm 
under house arrest becouse of the events of Captain 
, America: Civil War," says actor Paul Rudd, who plays 
Scott Lang. “I'm serving my time at home. When we 
pick up the movie, I've only got a little bit of time 
left, and I'm looking forward to getting out of my 
house and playing with my daughter and being able 
to go to her school events and being just ¢ normal 
parent. Hope and Hank are also on the lam. 


“We don't talk anymore. They're furious with me 
because when | was cought with their tech in Civil 
War, it alerted the authorities to them, and now they 
con't live their lives and do what they want to do 
without having a microscope on them, | want nothing 
to do with Ant-Man—but just when you think you're 
out, they pull you right back in.” 


ScoOTT LANG 


HANK PYM LOG ENTR 


The Ant-Man suit is lost. Actually, that isn’t quite true. 
Scott said he let the government take it. Simply unreal. 
And this after telling him over and over again about 
how I spent most of my life trying to keep my tech out of 
the hands of people like 8.H.1.E.L.D. and Howard Stark. T 
guess he wasn't listening. Not surprising, His little stunt 
in Leipzig with Captain America cost me my most prized 
possession. Regard! ’s nothing to be done about 
it now. Only thing I can do in the meantime is make 
another Ant-Man suit. I'll change up the design a bit, 
though, modifications, There’s 
always room for a fe S| but there's no time 
to make all the changes I'd like. My time is better spent 
on more important matters at the moment. — H.P. 


"I think one of the cool things about 
the MCU. is that the hero suits are 
always changing and developing 
and they're always pushing the tech 
forward," Director Peyton Reed says. 
"And definitely there have been some 
changes to the Ant-Man suit since 
Ant-Man and even since Civil War." 


Overseeing the update was Visual 
Development Supervisor Andy Park, 
who also worked on the suits for 
Ant-Man and Captain America: Civil 
War, “For his current Ant-Man and 
the Wasp look, Hank has created a 
new, updated costume secretly,” Park 
says. “He's on the run with Hope due 
to Scott's skirmish with the Avengers 
in Captain America: Civil War. Ino 
lot of ways, | pulled back from the 
more extreme update of his Civil War 
look. | decided to create a look that 
was essentially a blending of the two 
costumes. There's a charm to the first 
Ant-Man look due to it being retro, 
and there's a nice sleek modernity to 


his Civil War outfit. Taking the best from both 
worlds all while knowing that it is still a modern. 
suit, | created Ant-Man 3.0. (That's not an 
official title—just what I call it.) | downplayed 
the big muzzle and ear pieces from Civil War, 
‘and brought back a lot of the materials ond 
feel of the first suit. But | made sure to maintain 
‘an updated modern sensibility.” 
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Portraying Ant-Man for the third 
time is actor Poul Rudd. “Paul 
has brought Scott Lang to life 
with so much humanity and heart 
and humor every day,” Producer 
Stephen Broussard soys. “He's 
so naturally funny and likable in 
everything that he brings to the 
character, He's also a co-writer 
of the film, just as with the first 
one, so it's literally his voice and 
his words on the page. He walks 
that line between a guy that can't 
get out of his own way—which is 
what Scott Lang is—and someone 
that you care very deeply for. 
Someone that, when he messes up 
or does the wrong thing, you can't 
help but still like him and want him 
to be pulled back into the role 
of hero. And having someone do 
that and walk that line is not easy, 
And that's a testament to Paul's 
innate abilities as an actor, aso 
comedian, and as a writer.” 


® ym Technologies: Ant-Man Arsenal Technical Specs 


Fig. Al — Ant-Man 


Fig. A.2 — Captain America: Civil War 


Fig. A.3 — Ant-Man and the Wasp 
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“ANT-MAN'S HELMET was going to 
need to have the ability to be hidden away 
in some significant fashion as the action in 
the film necessitated that it be able to open 
or disappear, revealing Paul Rudd's face 
without him actually having to remov. 
on his own," 3-D Artist Adam Ross so’ 
"Since that necessitates the helmet being 
able to open up or fold back, we wanted 
it to be in line with established Pym tech, 
and the characters of both Hank Pym and 
Scott lang. After an initial discussion, 
VisDev Supervisor Andy Park took two of 
my renders of the 3-D model—one with 
the helmet and one without it—and d 
some Photoshop magic and came up with 
two initial versions for how it mig 
The first involved an early Iron M 
functionality where the fa 


partially, revealing Paul's face. The second 


version had the helmet’s front-most panels 
shifting around to the back of his heo 
creating a look sort of like a headset. After 


these first two passes got us started, Andy 
turned it over to me to continue pushing 
forward on it, seeing where it might lead 


“The original Ant-Man suit was designed by 
Andy Park asa by-product of the times—the 
late '60s and early '70s—and Andy an 
‘amazing job of working in more utilitarian 
elements such as the visible round tubing on 
the outside of the suit that channels the Pym 
Particles to where they need to go. The suit 
appears to have a lot of rubber elements 
and lea gain, indicative of the level 
of materials tech available at the time. It's 
also indicative of the attitude of what we 
see in Hank Pym. He's all into the high-tech 
look, and he definitely has style, but it's 
also very utilitarian, We see this tech move 
forward quite a bit with the Ant-Man suit in 
Civil War—but mainly in form and style, not 
in function at this point as it relates to the 
helmet’s folding capabilities. When | was 
given Andy's initial ideas and told to cut 
loose, | took all of these aforemer 
things into account 


ioned 


“| wanted its final look to mirror both the 
established attitude and style that Paul Rudd 
has brought to the character of Scott Lang, 


but also hove it reflect the pre-esto 
design sensibilities of Hank Pym. Now, I'm 
no stranger to nerding out on th 
and whys of design in the MCU, 
instance | took it pr 

limagined what a design me 
and Hank Pym might Ic 
and how they'd get into 
looks cool vs. what is actually functional 
| imagined that Scott would 
much more adva king T 
cond how rad he would think i 
and functioned, pressuring Hank 
same to a suit redesign, In turn, | imagined 
Hank pushing back, sarcastically, on Scott 
asking if he wanted the helmet to open up 
like his new flip ph 
Hank and Scott wo! 
compromise and end 
functions way more high tech than } 
to, but not disappear completely. At the 
same time, its folded form would mirror 
Scott's style and attitude. The first i 
resulted from my nerding-out n 
session was what | went with: a hoodie. 
I figured it would be a form that Sco! 
comfortable with, so it would make him feel 
right at home in this new suit if it looked and 
felt just like that, a hoodie. | quickly sliced 
and diced the helmet model 
break points and arrang 
shape of a retracted hi 
worked backwards from 
might not imagine that th 
goes into something a: 
helmet comes off th 
that to be a strong 
The 


t over 


p with a helmet that 


ahah 


jal-judo 


ee it on screen, they would definitely notice if these 
details were ignored or deemed inconsequential. They 
really do underpin the design process here, and we 


se crazy conversations more than you'd think! 


a HADEARLY enacted 


foie Pp g 
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red blast shield 
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ultimately the story chai 
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Fig. D.3 


Fig. E.1 


1) SLEEKER, HIDDEN BUTTON 
NO ACCIDENTAL BUTTON PUSHES 


Fig. E.2 


Fig. 0.4 


2)THUMB GESTURE 
‘SWIPE OVER CLOSED PANEL 


3) PANEL OPENS 


4)PANEL OPENS 


Fig. £.4 


ALTHOUGH THE NEW 
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“The family dynamic is crucial to what the 
Ant-Man movies are in my mind,” Peyton 
Reed says. "In the first movie, Scott's whole 
goal is to really just be c better father to 
his daughter—to be there. He's out of 
prison now, and he just wants to get ona 
straight-and-narrow path and be there for 
his kid, and that definitely continues in this 
movie. The events of the first movie really 
put his daughter's life in danger, and then 
after Civil War he could've ended up in 
this underwater prison for who knows how 
long and never seen his daughter again 
So we definitely tell that story about Scott 
trying to figure out if there's room in his 
life to do this Ant-Man thing. And like we 
do in our normal lives, how do you find 
balance between your personal life and 
your work? And that seems like really 
relatable dynamic for him, and it's a big 
part of who he is in this movie.” 
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HANK PYM 
LOG ENTRY: 


Hope has been wearing 
the new Wasp suit we 
finished together for 
a while now—and she 
wears it well. Much 
like Janet was born to 
it, so is Hope. Glad she 
inherited more than 
just my stubbornness 
She's got her mother’s 
right hook, too. There’s 
never been anything 
Hope couldn’t do—but 
in the Wasp suit, she’s 
unstoppable! — H.P. 
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“THE DESIGN OF th, 
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HANK PYM LOG ENTRY: 


Another day workinginthenewPym Tech. 
With the ants’ help, Hope and Iare making 
giant strides toward the completion 
of our build. The Quantum Tunnel is 
the vital piece’ of equipment we need to 
bring her mother—my Janet—back into 
our world. Complicating matters are the 
federal agents and hooligans who seem to 
be following our every move, We've had 
to be extra diligent about protecting our 
work. We can’t risk this tech falling into 
anyone else’s hands. — H.P. 


Central to the film's story is the new mobile 
Pym Technologies lab, which allows Dr. Hank 
Pym and Hope Von Dyne to continue their 
research while on the run. "| have this lab ir 
San Francisco,” says actor Michael Douglas, 
who plays Hank, "which from the outside 
sort of looks like a five- or six-story factory 
building—kind of nondes but i 


I'm doing tremendous reseerch exploring 
the possibility of entering the Quant 
Realm, which is where | think I-lost my wife 
30 years ago. I'm still quite successful as Pym 
Technologies, although | don't show my wealth 
too much on the outside...but inside! And of 
course, we still have the ability of getting 
small, ond getting small means.a lot of things. 


PYM TECHNOLOGIES 


PORTABLE LAB 


To stay one step ahead of the law in the woke of 
n America: Civil Wor while simultaneously 
working on the needed to find Janet, Hope and 
Hank have created a new. portable operations hub 
“For the two years be en Ant-Man and Ant-Ma: 
nk have been on the run from 
" says actor Evangeline Lilly 
hey want us to register it 

f the Sokovie And so we've been 
running because, of course, Hank Pym won't have that. 
As. a result, we've been working in isolation with one 
another in this lab that we t e can shrink 
's notice so that 
eke our lab with us 
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The interior of Hank’s lab is even more impressive 
than the exterior, due mainly to its use-of innovative 
building materials. “In Hank Pym's lab, once you go 
through the dusty lobby, up in this dusty elevator, and 
open the door into this lab, we want the audience to 


feel disoriented in scale.” Frankel says. “Everywhere 
you look in the lab, there’s on oversized prop: 0 
huge spring, Erector Set pieces, oversized volume 
knobs, big paper clips and clothespins, huge batteries. 
Bosically we want the audience to go, ‘Wait a second 


did | shrink? What size am I?’ And there are several 
shots in here that are disorienting in terms of scale, 
and thot was the purpose and the fun of this specific 
environment 


FLOOR FINISHES PLAN 


= Se CoomGSsssaese: +44 
; Lc<——S——— tT scar I T — 


BP ime am et 


QUANTUM 


WB \ pe > 


ZA 2 
X 
s— the 


war 


s wet | 


%; 


at 


at i ’ sa mere. Babwiriiirs: 


MECH PLANT ON 5 
_ MECH PLANT ON 6 | 


(CF 
e 


<=. Lf am 
[rae tl 


W DUNN-BAKER 


QUANTUM 
TUNNEL 


HANK PYM LOG ENTRY: 


We're so close I can feel it! The ants, 
Hope, and I have been working non-stop 
trying to finish the Quantum Tunnel: 

We just need a few more pieces, but 
they're not easily accessible. We'll have 
to get them through some underground 
connections, They're a bit unsavory, and 
I despise using them, but we don’t have a 
choice. We're running out of time. — H.P. 
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THE QUANTUM TUNNEL GATE is the means 
through which Hank will travel to the Quantum 
Realm. "Peyton was really interested in honoring 
and referencing traditional time tunnels, but taking 
it to a whole new level," Frankel says. 


® Dym Technologies: Quantum Tunnel technical Specs 


“THE LAB IS maybe one of the most 
elaborate sets that I've ever been involved 
in, on any film that I've worked on—even 
other Marvel films," Charles Newirth says. 
“It's a film where this set has been sort of the 
jewel, the centerpiece of it, andtis the focal 
point of the story. I! took many, many months 
to design ond to execute and to build, and it 
went through so many iterations, We were 
hoping we were going to be able to pull 
it off, and we had to pull together a lot of 
different technologies to make it work. It 
wasn't just your standard construction that 
you would utilize for most films. 


“We had to bring in our special effects 
supervisor—Dan Sudick, who's a wizard— 
but not for any special effects in particular. 
He's developed a manufacturing process 
through the most current technology of laser 
cutting and computer-aided design where 
he had these machines that were able to 
manufacture the Quantum Tunnel, which is 
thousands of very intricate pieces that had 
to be fit together, lit with | can't remember 
how many miles of cable. And to have this 
all wired and work together was just such 
a great collaboration of Shepherd Frankel, 
our production designer; Dan Sudick, 
our special effects supervisor; and Dante 
Spinotti, our director of photography, who 
had to come up with a lighting design for 
all this to make the interactivity work, And 
then on top of that, it has to work for special 
effects and visual effects. Our visual effects 
supervisor—Stephane Ceretti, who's 
another genius and wizard; we worked 
together on Doctor Strange—is going to. add 
a whole other element to a lot of this. So it 
was @ quite an extensive collaboration that 
took many, many meetings, months of design, 
‘and months of execution, and we're lucky to 
have the best craftsmen in Hollywood to 
make it happen.” 
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Fig. H.4 


NOT ONLY IS the Quantum Tunnel 
key in the quest to find Janet, but 
building it has brought Hank and 
Hope closer together, “In the first 
film, there was a divide between 
father and daughter, and it put 
@ strain on their relationship,” 
Stephen Broussard says. “It was all 
tied up in Janet being missing and 
how that fractured the family. In this 
film, when it opens, they're united 
in that search for her, so they put a 
lot of their disagreements behind 
them, They're on this very intense 
mission that they understand is 
finite: If they don't find Janet 
soon, the opportunity to find her 
could go away. And it's fun to see 
them united after being fractured 
for the first film. Of course, the 
circumstances of this filn—of 
Scott being estranged from them, 
of them being on the run, of maybe 
not being able to find Janet at 
all—put their own level of stress 
across everything, but it was fun 
for us to explore that dynamic of 
seeing them in this stress together 
ond not being at each other's 
throats, and to see that they've 
evolved from the first film." 
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QUANTUM SUIT 
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“Designing Hank's Quantum Suit wos interesting 
because | had to work within the established Ant- 
Man language,” Concept Artist Jackson Sze says. “| 
imagine the suit would be quite similar to the Ant-Man 
suit that he has designed for himself and for Scott 
Itwas about taking thot language—the red panels, 
the red patches—and basically giving it 0 modern 
makeover. | also thought about how the Quantum 


Realm could be a pretty harsh environment, similar 
to what an astronaut would face when exploring 
space, so it definitely hos an astronaut feel to it. | 
w | should think about making it airtight. He'd be 
sealed in the suit for safety, but also there would 
be some functionality like where his backpack might 
be, where the tech is contained for him to shrink 
and survive in that environment.” 


“As far as the helmet goes, 
Iwas definitely looking at 
alot of astronaut helmets, 
but giving it an Ant-Man 
spin—most notably the 
redvisorand the mandible 
mouthpiece, which has a 
pretty signature Ant-Man 
form language,” Sze says. 
was important that 


keep it distinct from 
ety other space suit 
we've seen,” 


Being able to travel to the 
Quantum Realm and bring 
back Janet back has been 
Hank's singular purpose 
since Ant-Man. "At the 
end of the film, Scott finds 
himself stuck down there, 
and he's able to come out, 
and it's the first time Hank 
has ever been exposed 

to somebody who could 
go down there and come 
back,” President of Marvel 
Studios and Executive 
Producer Kevin Feige says. 
“That begins to set in his 
mind the idea that maybe 
he can go get Hope's 
mother back. So again, the 
family unit is continuing that 
storyline, and the drama 
that comes with that is 
continuing in Ant-Man and 
the Wasp with the idea of 
‘Will they be able to find 
her lost mother?" 
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It's gone, The lab is gone. I 
ne 

it 

for tracking it have 
inexplicably deactiv: 


to locate it, but the only option 
that comes to mind is Bull. I’m 
probably the last person he 
wants to see—and the feeling is 
quite mutual—but I don’t have 
a choice. We're running out of 
time, — H.P, 


After Hank, Hope, a 

lab stolen from them, Hank knows he 
must turn to an old colleague to help 
them find it: Dr. Bill Fc 

is a guy whi 


k in the 


match, although Hank Pym would 
admit that. And he's been helpi 


ing woman who, be: 


fering 
that's almost unlivable. F 
>ung woman in, and t 


Nid AVES 


in to try and clean up Hank's mess, according to Bill 


stranged for many years. The first time they see 


a version of Giant 
co-writer and ac 
relationship. TI workers: 
under Hank. And Hank, in his inimi 
le that he worked with, and there 


id accident is in this film. They don't get along, 
as, and what their relationship 


peor 


“We start the film where this accident h 
and Janet—but particularly Hank—might 
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“I's fun to invite new cast members to the party and 
expand the worlds a little bit,” Producer $ 
Broussard says. “And we've done that in 
Ant-Man and the Wasp. The main villain. 
use that word, is a character who goes by the name 
of Ghost, In the comics, Ghost was traditionally 

an Iron Man villain and was t drawn as 
‘a man and had a mysterious background. No one 
knew who Ghost was, what Ghost's real n 
where they came from—unlike Hank Pym to Ant-Man 
or Peter Parker to Spider-Man, There was no known 
alter ego to readers. And that was intriguing to us 
for several reasons because it provided a canvas 

to tell the story of a character that's rooted in 
mystery. Where did this character come from? Why 
are they after the same things we're after? Why 
they standing in our way? Unraveling that m 
seemed very cool and a very neat opportunity for 
this movie, for the story we're trying to tell here.” 
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“One thing alll my versions of 
Ghost had in common was 

the glowing field generators” 
Summers says, “Early on, 

we had not decided if the 
generators were actually 
causing her to phase through 
material or generating a field 
that stabilized her on our 
plane. Either way, | thought they 
were a great way to introduce 
action beats when she used 

her powers and show that the 
suit was functioning. | designed 
her suit in layers and made 

sure the underlying generators 
could socket through and 
always be visible. At first, | took 
the Ghost moniker literally 

and had her floating through 
walls. | was asked to make her 
more grounded and explored 
various effects of her walking 
through walls,” 


Summers also explored a 
more practical look for 
Ghost's design. "At one point 
explored civilian clothes 

with bits of stripped-down 
containment suit incorporated,” 
Summers says. "The idea being 
she could possibly infiltrate 
regular society for short 
periods of time.” 
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Having Scott with us is ri 
the FBI is after him, too—but his 
presence is vital in making sure we 
ave all the knowledge needed for the 
trip into the Quantum Realm. I just 
hope all the trouble he caus worth 
it—and if we get, Janet back, it will be 
—-EP. 


harles New 
11 is a prisoner 
jerent kind of genre 


and it will have a 
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HANK PYM LOG ENTRY: 
‘Phe time has come to enter the Quantum 
‘Healm and bring Janet home. I'm unsure 
‘of what I'll encounter—I only have Scott's 
account of his time there as a guide—so 
needless to say I'm a bit nervous. Let's 
hope all the preparation pays off. — H.B. 


“The experience that Scott has inthe Quantum 
Realm at the end of Ant-Man reignited 
Hank and now Hope's question that maybe 
Janet is still down there,” Producer Stephen 
Broussard says. “Maybe we could go find her?’ 
And so, even back on Ant-Afan—which was a 
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film I was not involved in the day-to-day of —I 
remember conversations about, ‘Wouldn't 
we be lucky if we could make a second Ant- 
Man film? Tt should be about the search for 


Jdanet—going down into the Quantum Realm 
and finding Janet.’ Even in the earliest days.” 
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® ym Technologies: Quantum Pod Specs 


Fig. A4 

EARLY ON, before o script wos written, 
we were asked to spitball ideas and 
images to help get the creativity flowing,” 
Concept Artist Tully Summers says. “One of 
my ideas was an Ant-Mobile—a Pym Tech 
version of the Fantastic Voyage sub meant 
to travel through the Quantum Realm. My 
first version was a slightly tongue-in-cheek 
take on what Scott's suit would look like 
wrapped around a vehicle. The cockpit 
was @ vehicular version of his helmet, with 
the rest of the volume reserved for a lab 
space that could house multiple crew." 


“Since the last Ant-Man film, we hod 
an opportunity to see on expanded 
exploration of the Quantum Realm in the 
film Doctor Strange, when the Ancient One 
sends Steven Strange through the multiverse 
on an epic adventure we internally called 


the ‘Magical Mystery Tour," Executive Vice 
President of Physical Production Victoria 
Alonso says. "In this film, it was important 
for us to tie back to those same themes and 
that imagery in a more expanded way. 


“In our story, Hank takes a vehicle and dives 
into the Quantum Realm. We wanted it to 
feel that Honk is punching through a void 
and descending into worlds layered upon 
worlds, We wanted to explore the idea 
that as we push into the various stages of 
the atomic world and expand in powers of 
ten, we could peel back different qualities 
of visuals and reality. Similar to the 
‘Magical Mystery Tour’ in Doctor Strange, 
the journey of the dive is a journey through 
mony distinct layers—each of which is 
its own universe encompassing its own 
residents, constructs, and physics” 


® Dym Technologies: Quantum Vehicle Technical Specs 


“TO FITTHE ANT-MOBILE intheactuallob design less effective, and it was also deemed 
set,itbecame necessary to reduce the overall _ that the overall feel was too polished—too > 
size of the craft, which required moving the _ professionally manufactured. | then explored 

cockpit deeper and deeper into the body of some more roughly prototyped versions that 
the vehicle" Summers says. “This made the _ incorporated existing mini-sub technology.” 
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Fig. B.5 
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® fym Technologies: Quantum Vehicle Technical Specs 


Fig. C.1 


Fig. 0.2 


way UANgUENy eUL 


® ym Technologies: Nano Med-Bot 


Fig. E.1 


“THE NANO MED-BOTS came about during 
the pre-script spitballing phase," Summers says. 
“At the time, we were thinking it would be a 
King Kong: Skull Island situation, with Ant-Man 
‘and Wasp in constant struggle with the native 
creatures of the Quantum Realm. | thought 


it would be interesting to have o manmade 
threat sent in there to contend with also. In 
this case, Nano Med-Bots were originally 
designed to heal disease at a microscopic 
level, but were weaponized and sent by sor 
nefarious faction to end our heroes. 
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‘The Quantum Realm 
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“At the end of Ant-Man, we followed Scott Lang 
into the Quantum Realm for the first time—and for 
Marvel Studios and the MCU, it was the first time 
going into an environment that was so strange and 
so out there and so trippy," Marvel Studios President 
and Executive Producer Kevin Feige says. “We 
always knew that we were beginning to peel back 
the onion that would later be completely in Doctor 
Strange. So that was our little test into that. Now 
that Quantum Realm is a whole other territory and 
a whole other terrain that we can play with to tell 
our stories, Is Hope’s mother—Hank’s long-lost wife, 


the original Wasp—still down there in the Quantum 
Realm? That's the crux of the entire film thot we're 
making now. And if she’s down there, how can she 
come out? And if she’s been down there this whole 
time, what has she been doing down there? And this 
is really a fun, fast film that touches on that subject.” 


To bring a sense of realism to the Quantum Realm, 
the filmmakers spoke with experts to ensure they 
were portraying this universe—and the descent 
into it—os accurately as possible. “We met with 
@ physicist from Caltech, Dr. Spyridon Micholakis, 


who gave us tremendous insight into the natures of 
atomic and subatomic states," Alonso says. "As best 
we understand, as you deconstruct the atom and 
hypothesize about subatomic states, the space-time 
continuum ceases to exist in the ways that are familiar 
tous. At the quantum scale, matter and energy behave 
very differently from what much of our everyday 
experience would lead us to expect. Time and space 
behave differently. We wanted to capture this type 
of confusion and chaos as we told the story of Hank 
descending into the realm,” 
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The visuals of the Quantum Realm 
push the boundaries of viewers’ 
expectations—and that's just the 
way the filmmakers like it. “I think 
all of our films are meant to play 
to a global audience," Feige says. 
“Ant-Man connected specifically 
with global audiences because of 
that connection to family, and also 
because we take you to worlds 
you've never seen before. That's 
what people want to go to the 
movies to see, and | think that's what 
we deliver in all of our movies." 


Exploring a variety of ways in which to represent 
the Quantum Realm, the Visual Development team 
took inspiration from both science and art. “We 
were trying to figure out what kind of effects being 
in the Quantum Realm would have on matter, or a 
person,” Concept Artist Jackson Sze says. "That top 
image was about if things get split into a spectrum of 
light while you're in there. Basically breaking down 
white light—which is made up of the entire spectrum 
of light—to create other colors. We were thinking 


that in there, there might be some particles that 
would actually disperse your color range and you 
could get duplicates in blue, green, or red. It might 
just be an interesting effect. The bottom image is just 
to show how mind-bending it is to be in the Quantum 
Realm—just super-trippy surreal stuff where you end 
up talking to yourself. And the entire landscape is 
just made up of himself because the human brain 
cannot process what's going on there.” 
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“They were really 
interesting isuals, Sze says of the 
filmmakers. “It was really fun to kind 
of explore a surrealistic environment 
where nothing has to make sense. 
Sometimes, I was trying to channel 
something like a Vincent van Gogh 
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just trying to find 


SZEm 


Impressionistic painting—the way 
matter and material is different, 
almost like paint strokes, or making 
everything super-colorful. Maybe even 
having some friendly creatures to 
eommandeer in there. It was all about 
finding interesting lighting that is not 


Earth-based, or lighting that we aren’t 
used to and a saturation of colors 
because we are not really in the real 
world anymore. That normalrules don't 
apply. It's almost like there's no limit 
to what can happen in there because 
we are making up a new reality.” 
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The Quantum Realm is not only filled with endless 
unfamiliar landscapes, but also populated by a myriad of 
strange-looking microorganisms. "I love doing creature 
designs," Concept Artist lan Joyner says. “If | could spend 
all day doing nothing but creatures, | would be o happy 
man. Luckily, on Ant-Man ond the Wosp, | had weeks and 
weeks doing just that. We explored actual microscopic 
‘organisms such as the amazing tardigrades. Early on, | had 
done some keyframe exploration that would play out like 
@ horror film as Ant-Man explores some unknown forest 
of bamboo as strange creatures began approaching and 
threatening him before you zoomed out and realized it 
was actually just every parent's worst nightmare: lice! We 
also explored Quantum Realm life that would be so small 
ond alien we could barely comprehend it: geometric 
shapes, virus stalks—the sky was the limit...or whatever 
the Quontum Realm equivalent of sky would be.” 
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The Quantum Realm 


HANK PYM LOG ENTRY: 


For the past 30 years, T've replayed miy last: momenta 
with Janet over and over again in my mind. I can still 
pioture her, the embodiment of heroism and strength, 
as she deactivated her regulator and went subatomic, 
shrinking until I could no longer see her. Will she look 
the same now? What will this harsh landscape have 
done to her? — #.P. 


\- 
fay 
e+ pf Y/ 


<S 


HANK PYM LOG ENTRY: 


And then I saw her—my Janet, still as beautiful 
as I remember. But this environment has 
strengthened her even more. She is different in 

a0 many ways, but in other ways nothing seems to 
have changed at all. Time is funny like that. — H.P. 
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Exploring Janet's look at length, the Visual 
Development team also found inspiration 
in the various creatures populating the 
Quantum Realm. Eventually, filmmakers 
landed on Concept Artist lan Joyner’s 
design. “Janet was really fun to work on,” 
Joyner says, “As a huge fan of both Michelle 
Pfeiffer and the character in the comics, 
imagining her look after surviving in the 
Quantum Realm was o delight. The previous 
film had shown a brief glimpse of her 
awesome costume designed by Andy Park, 
so taking that and deconstructing it—using 
found objects to show how resourceful she 
has been over the years—was a very fun 

playground to be allowed to explore.” 
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“Lremember initially the 
idea was to incorporate 
the environment into her 
designs for armor and 
make it feel like she's 
been in the Quantum 
Realm for a while just 
trying to survive,” Senior 
Concept Illustrator 
Anthony Francisco says. 
“Later, we were told to 
also try ideas that she’s 
met another civilization 
in there and she was 
welcomed by them, 
becoming a high-level 
official and adopting 
their technology with her 
suit—so we had ideas 
like that, too." 


‘The Quantum Realm 


“Overall, the concepts were 
about how Janet would have 
survived all that time in the 
Quantum Realm," Jackson Sze 
says. “There were discussions of 
civilizations that she might have 
encountered in the Quantum 
Realm. Some of her designs 
would be using materials from 
those civilizations to create 

her look in the Quantum Realm. 
Others were about Janet 
surviving in a harsh environment 
‘and really retrofitting her 
costume to make the tech work 
for her in that realm. In some 

of them, you actually see a lot 
of Yellowjacket elements. The 
idea there was that in Ant-Man, 
Yellowjacket was destroyed 

by collapsing in on himself into 
the Quantum Realm. And so 

we were saying that because 
Janet had been there the whole 
time, she was able to salvage 
Yellowjacket's tech for her 

own costume, or make it into 
weapons or a mechanical device 
that she wears on her belt. 
Besides rigging her costume 

or changing her costume and 
showing some of the process of 
the environment as scratches and 
tears—she’s been through a lot 
down there—l also thought of 
just showing that the environment 
had bonded with her. So there 
could be crystals, or some sort of 
pollen shapes that would cover 
her entire body because she's 
been there so long.” 
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“| wasn't familiar 
with Janet Van 
Dyne before this,” 
says actor Michelle 
Pfeiffer, who plays 
Janet. "I loved that 
she's such a seminal 
character in the 
Marvel comic-book 
world, and that 
she was one of the 
founding members 
of the Avengers and 
a really important 
super hero in this 
world, and how 
excited that this 
demographic of 
people got when 
they found out that 
she was coming 
back. 


"I also loved that, 
‘at this phase in my 
life, I'm playing a 
super hero, | think 
it’s incredible. 
And | think the 
message that it 
sends to women 
of all ages and all 
demographics that 
we are still kicking 
ass and that we're 
strong, and we're 
independent, and 
we're fierce and 
capable and vital 
parts of society—I 
loved sending that 
message out in the 
universe. Hell yeah!” 


"The creatures inhabiting the Quantum Realm were both key 
to Janet's survival and a constant threat. “The mandate for the 


‘when it started to do something, it would tran: 1 its to 
something more aggressive looking. I wanted to play with 
those ideas of having feel like one thing, but in essence 
be something else. Make this world feel like something that’s 
very foreign and hostile in its own special way 
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“The creatures were fun," Francisco says. "We tried to 
figure out unique-looking creatures. Do they feed on 
the environment, or is there a whole food chain? And it 
was fun figuring out which creatures could be predators 
and which could be prey, and how they moved around in 
the Quantum Realm. Another big task was to figure out 
how Janet would be able to incorporate some of the 
creatures’ bodies into her armor.” 
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® Dum Technologies 


IN MARVEL STUDIOS’ 10-YEAR HISTORY, 
I see Ant-Man as the ultimate underdog. 
Alter all, he's 0 character called "Ant-Man." 
i doesn't invoke @ sense of power, heroism, 
‘or coolness. In the first trailer for the first film, 
Scott Lang even says, “Isit foc late ta change 
the name?" But that's the whole charm of the 
choracter and the film. You don't expect 
him to be cool,..but he is, We just had to 
convince you. And who better to play that 
underdog than Paul Rudd 


| remember meeting Paul for the first time on 
the first Ant-Man film, It was actually during 
his final costume fitting in the Marvel Studios 
offices. | entered the room and he had the 
full costume on. You have to remember that 
this is a costume | had the good fortune 
of designing, tha! | spent weeks upon 
weeks fine-tuning. | spent hours painting, 
researching, and exploring every single 
aspect of his costume—from the materials, 
to the function, to the specific aesthetics of 
the suit and helmet, | lived and breathed the 
Ant-Man design for quite a long while. But it 
was all done at my desk, on my screen, alone 
in my office. So when | finally walked into 
that room and saw it in front of me for the 
first time, expertly built by Costume Designer 
Sommy Sheldon and Head Specialty Costume 
Creator Ivo Coveney, | was simply floored! 
1¥ was @ combination of meeting THE Paul 
Rudd AND seeing my design come fo life. | 
had to keep it together, But it was on omazing 
experience seeing a similar excitement in 
Paul's eyes. He had a giddiness to him of 
seeing himself os a super hero for the first 
time that made it that much more rewarding, 
We bonded in our giddiness! 


One of the great things about working here 
ot Marvel Studios is that there is a sense of 
‘ownership to designs. So I've been fortunate 
enough to be able to do all the subsequent 
designs of Ant-Man in his next appearances. 
On Captain America: Civil Wer, | was able 
to modernize the suit. How would Hank Pym 
update the suit with today’s technology and 
Scott's input? | imagined Scott annoyingly 
giving his design suggestions over Hank's 
shoulder. It would be slicker, modern, 
and dare | say cooler. This time, Costume 
Designer Judianna Makovsky, along with 
legacy Effects, took my 2-D concept design 
ond made the actual costume for Paul. | took 
© more active role in its monufacturing as 


Afterword by Andy Park 


the lead character concept artist under the 
leadership of Head of Visual Development 
Ryan Meinerding, | was able to ort-direct 
the making of the helme! and the other hard 
pieces of the suit such as the gauntlets, tubing, 
belt, and backpack. It was such a rewarding 
experience. 


The second time | got to see Paul was at his 
Ant-Man 2.0 Civil War costume fitting, | had 
that similar feeling of seeing a concept design 
I spent so much time on coming to life in front 
‘of my eyes. It was pretty awesome! Paul 
by this time was a veteran Marvel Studios 
super hero, so he was less giddy given how 
uncomfortable these super hero suits are in 
real life. But he had a new excitement due to 
the fact that he was joining the ranks of the 
other super heroes of the MCU. He felt like he 
was really part of the MCU team. 


About a month or two later, | got to. go on 
set the day they filmed the Team Cap vs. 
Team Iron Man irport scene, | was especially 
excited to see all the Ant-Man scenes: fighting 
against Black Widow, riding on top of War 
Machine, running toward Team Iron Man, and 
‘of course growing into Giant-Man, It was an 
‘amazing—albeit super-ho!—day in Atlanta, 
Georgia 


So suffice il to say | was more than excited 
fo get slorled on Ant-Man ond the Wasp. 
How do | update the Ant-Man suit this time? 
The idea for this movie was that Hank did yet 
nother updated suit, but this time without 
Scott's input. So | looked back at the original 
‘Ant-Man design and asked myself what was 
successful about this look, And then | did the 
some thing | did with the Civil War Ant-Man 
design. | basically took the best of both worlds 
fo create Ant-Man 30. This time | made sure 
to bring @ lot of the first look since the 20 
was quite a drastic change in appearance. 
From a story perspective, Hank is stil the one 
designing the suils, but this time he didn't have 
Scott breathing over his shoulder. But he had 
to admit that a lot of the 2.0 was pretty darn 
cool—though he would never tell Scott thet. 


While the name Ant-Man wor't instill fear in 
the bad guys, the Wosp definitely does. It's 
the antithesis of the name Ant-Man. Wasps 
are quick and intimidating. They con sting 
you. That is exactly the contrast of these two 
choracters, And just like the perfect casting of 


Paul Rudd os Scott Lang, the some can be said 
of Evangeline lilly as the Wasp. She exudes 
that perfect combination of confidence 
‘nd intimidation as the Wasp and a gentle 
vulnerability in her moments with her father. 


I didn't get to meet Evengeline until this movie, 
‘ond what can | say about her? She is simply 
‘owesome. The giddiness | saw in Poul during 
the first film was mirrored by Evangeline during 
the many fittings we had fine-tuning her look 
with Costume Designer Louise Frogley and 
Coveney. Alter all, this was her first time being 
‘a super hero [unless you count The Hobbit... 
or Losi). She had to sit back and watch Poul 
do the fun action in the first film. So this was 
her chance to let loose and really shine. And 
she certainly did that in spades. | got to watch 
both her and Paul on set filming some pivotal 
action sequences. If you follow her on social 
media, you know just how physically fit and 
active she is. She wos certainly game in doing 
clot of her own stunts. It was simply « pleasure 
to watch both of them in action together. Ifelt 
like @ proud papal 


Just like Paul and Evangeline were perfectly 
cast, | can soy the same about our fearless 
director, Peyton Reed. Peyton took the 
challenge of taking on the mantle during 
the later half of preproduction on the first 
film and made it his own. | absolutely loved 
the first film and its quirky sensibility. It's o 
strange premise, but Peyton knew that in its 
inherent strangeness lay its secret to success. 
And Peyton has taken that magic and applied 
it to this sequel. | absolutely loved every 
single moment working on this film. Peyton is 
such a great colloborative director. He truly 
trusts his team, and | certainly felt thot trust 
from day one. Even though my job is mainly 
to design, paint, and then present our ideas 
in illustrative form, there are moments when 
simple conversations con make big impacts. 
One porticular conversation happened ofter | 
read an early draft of the film. | felt like the film 
needed a stronger villain. |had c conversation 
with Development and Franchise Executive 
Will Corona Pilgrim about who that could be. 
He suggested Ghost. Pouse. | remember that 
character during the days | used to read Iron 
‘Man comic books during my adolescent years, 
‘ond | instantly knew that was who it should be 
limmediotely arranged o meeting with Peyton 
‘ond gave him my thoughts on the script and the 
idea of having Ghost os the main antagonist 


The next day | found out that the Ghost was 
now in the film. Wow! That kind of thing 
doesr't really happen very often. But that's 
the kind of director Peyton is, He's always 
open to ideas. But he also has on assured 
confidence once decisions are made, I! wos 
also great to see how he handled himself on 
set, No matter how stressful things got, I don't 
think | ever saw him without o smile on his 
face. He also exuded that giddiness that | saw 
in Poul ond Evangeline. It's always a pleasure 
working with passionate people. 


But the obsolute best part of my job is 
working with the perfect teom in the Visual 
Development department. | can always have 
confidence in our core team members to 
deliver such inspired design solutions, whether 
it be amazing choracter designs or inspiring 
keyframe illustrations from Jackson Sze, 
Rodney Fuentebella and Anthony Francisco 
Adam Ross is our resident 3-D modeler, 
ond he does an amazing job bridging the 
gop between our concept designs and the 
practical builds that go on the costumes of 
the real actors. And then | was able to bring 
on 0 group of amazing freelance artists that 
brought so much to the table: Tully Summers, 
lan Joyner, Stephen Schirle, Aleksi Briclot, 
Josh Herman, and Michael Kutsche. And of 
course | have to give o shout-out to the head 
of our Visual Development department, Ryan 
Meinerding. He, along with Charlie Wen, 
created this department way back in 2010 and 
hired me. I'll eternally be thankful to both of 
them for bringing me on this amazing journey. 
They are both an inspiration. 


| have to give @ shout-out to the amazing 
collaborators in the Costume Department, 
starting of course with Costume Designer 
louise Frogley and Head Specialty Costume 
Creator Ivo Coveney. It was Lovise and Ivo 
who hed the challenging job of actually 
creating these crazy-looking costumes. They 
both did on amazing job. Ivo and his team 
created oll the helmets and all the specialty 
pieces on all the characters suits for Ant- 
Man, Wasp, Ghost, Hank, and the original 
Janet Wasp. They impressed me so much 
with their skill and dedication. It was truly an 
honor to be embedded with their department 
for weeks upon weeks on this film. | leorned 
a lot ond certoinly don't take what they do 
for granted. They're truly greot artists! The 
same could be said for all the great people 


in the Costume Department. A specific shout- 
out goes to Rosclie lee and April McCoy 
for putting up with my often very specific art 
direction. | completely recagnize how hard it 
isto make these designs we do come to life on 
real person. But they took the challenge and 
made some of the most beautiful costumes 
I've ever seen, in my opinion. Every single 
costume build on this film is truly a work of 
art. And that's due to the skill ond creativity of 
everyone in the Costume Department and all 
the specialty builders, 


And of course this film doesn't just consist 
of characters walking around in a void, The 
‘amazing visuals of the world were expertly 
designed by Production Designer Shepherd 
Fronkel, and the fantastic visual effects thot 
make us believe that shrinking (or growing) 
can be © cool power were created under the 
great leadership of Visual Effects Supervisor 
Stéphane Ceretti, It was pleasure working 
with these two ond all the omazing talent in 
their departments, 


Lost but not least, lwant to thank the leodership 
of Morvel Studios, It's becouse of them that 
we've experienced 10 years of successtul 
movies, That's unprecedented in Hollywood 
history! And it's becouse they understand the 
source material that is Marvel Comics, They 
understand how to tell a great story. They 
understend how to make a great film. And 
they understand how to bring on the right 
people for every film, from the directors to 
the writers to the heads of each department 
to the actors. It's all @ collaboration. They 
know their strengths ond know the strengths of 
the people around them. That makes for great 
leadership. I'm honored 10 work for Kevin 
Feige, Louis D'Esposito, Victoria Alonso, and 
Stephen Broussard, 


Ant-Man and the Wasp is a film abou! two small 
heroes thal make a big impact on the MCU. My 
friends don't laugh anymore when | tell them 
I'm working on Ant-Man and the Wasp} like 
they did the first fime around. I's because these 
super heroes are seen as super (and cool) 
now. The underdog has become @ bonafide 
Goliath. ..or should | say Giont-Mant 


eae 
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ANDY PARK 
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DIRECTOR PEYTON REED js the director of 
Bring It On, Down with Love, The Break 
Up, Yes Man, Ant-Man, and Ant-Man and 
the Wasp. His hobbies do not include 
skydiving or golf. 


PRODUCER AND MARVEL STUDIOS 
PRESIDENT KEVIN FEIGE hos been the 
driving creative force behind several 
billion-dollar franchises and an 
unprecedented number of blockbuster 
feature films, all connected to create 
the Marvel Cinematic Universe. In his 
current role as producer and president 
of Marvel Studios, Feige is o hands-on 
producer and oversees Marvel Studios’ 
feature film productions, whose 18 films 
released all have opened No. | at the 
box office and collectively grossed over 
$13 billion worldwide, Mos! recently, 
Feige produced Black Panther, which 
continued Marvel's unprecedented 
success, The blockbuster film recorded 
the fifth biggest opening weekend of 
all time ond is now the highest grossing 
super hero film of all time at the 
domestic box office. He also produced 
Avengers: Infinity Wer and Ant-Man and 
the Wasp. In 2017, Feige produced Thor: 
Ragnarok, Guardians of the Galaxy Vol. 
2, and SpiderMan: Homecoming. Feige 
is currently producing Coptoin Marvel 
and the untitled fourth installment of 
the Avengers series. In 2016, Feige 
launched another franchise with Doctor 
Strange, which continued the streak of 
No. | openings, and produced Captain 
America: Civil War, the highest-grossing 
film of 2016 worldwide, In 2015, he 
launched another successful franchise 
with Ant-Man, starring Poul Rudd, and 
earlier that year he produced Avengers: 
Age of Ultron, the fourth-largest 
domestic opening weekend of all time. 
In 2014, Feige produced Guardians of the 
Galaxy, starring Chris Pratt, and Captain 
America: The Winter Soldier, which broke 
the opening record for an April release, 
In 2013, Feige produced the megahits 
Thor: The Dark World and fron Man 3. 


In 2012, Feige produced the critically 
acclaimed Marvel's The Avengers, which 
set cn all-time domestic three-day 
weekend box-office record. The film 
went on to become Disney's highest- 
grossing global ond domestic release 
at the time. In 2011, Feige produced ond 
successfully launched two Marvel film 
franchises, Captain Americo: The First 
Avenger, directed by Joe Johnston and 
starring Chris Evans, ond Thor, directed 
by Kenneth Bronagh and starring Chris 
Hemsworth, In 2010, Feige produced 
tron Man 2, directed by Jon Favreau 
and starring Robert Downey Jr. and 
Gwyneth Paltrow. in summer 2008, Feige 
produced the first fully developed ond 
financed films from the new Marvel 
Studios, including the blockbusters Iron 
Man, directed by Jon Favreau, and 
The Incredible Hulk, directed by Louis 
Leterrier. Feige joined Marvel in 2000 
and served os executive producer on 
the second and third Spider-Man films. 
Feige also co-produced X-Men 2, the 
second installment of the popular X-Men 
franchise, ond executive produced 
X-Men: The Last Stand, among many other 
Marvel-bronded films. A graduate from 
the University of Southern California's 
School of Cinematic Arts, Feige first 
worked for Lauren Shuler Donner ond 
Richard Donner at their Warner Bros.- 
based production company, which 
released the action-adventure Veleano 
‘and the hit romantic comedy You've Got 
Mail. Feige earned his first producer 
credit on X-Men, a film that is credited 
with revitalizing the comic book genre. 


EXECUTIVE PRODUCER AND MARVEL 
STUDIOS CO-PRESIDENT LOUIS D'ESPOSITO 
served as executive producer on the 
blockbuster hits fron Man, Iron Man 2, 
Thor, Coptoin America: The First Avenger, 
Morvel’s The Avengers, Iron Man 3, Th 
The Dark World, Captain America: The 
Winter Soldier, Guordians of the Galaxy, 
and most recently Captain America: Civil 
Wear, Avengers: Age of Ultron, Ant-Man, 


Doctor Strange, Guardians of the Galaxy 
Vol. 2. Spider-Man: Homecoming, Thor: 
Ragnorok, Block Ponther, and Ant-Man 
‘ond the Wasp. He is currently working 
‘on the highly anticipated films Captain 
Morvel and Avengers: Infinity Wor, as 
well as collabcrating with Marvel 
Studios President Kevin Feige to build 
the future Marvel slate. As co-president 
of the studio and executive producer 
‘on all Marvel films, D'Esposito balances 
running the studio with overseeing 
each film from its development stage to 
distribution. In addition to executive- 
producing Marvel Studios’ films, 
D'Esposito directed the Marvel One- 
Shot item 47, which made its debut to 
fons at the 2012 Son Diego Comic-Con 
International and was featured again at 
the LA Shorts Fest in September 2012, 
The project was released as on added 
feature on the Marvel's The Avengers 
Blu-ray disc. D'Esposito also directed the 
second Marvel One-Shot Agent Carter, 
starring Hayley Atwell, which premiered 
at the 2013 Son Diego Comic-Con to 
critica! proise from press and fans, and 
is an added feature on the Iron Man 3 
Blu-ray disc. The One-Shot's popularity 
led to development of the TV series 
Marvel's Agent Carter. D'Esposito began 
his tenyre ot Marvel Studios in 2006, 
Prior to Marvel, D'Esposito’s executive- 
producing credits include the 2006 hit film 
The Pursuit of Hoppynest, starring Will 
Smith; Zothura: A Space Adventure; and 
the 2003 hit S.W.A.T., starring Somuel L. 
Jackson and Colin Farrell 


EXECUTIVE VICE PRESIDENT OF PHYSICAL 
PRODUCTION VICTORIA ALONSO is one 
of the very few women in Hollywood 
to hold such a title. Over the years, 
Alonso's dedicetion to the industry has 
been odmired ond her achievements 
recognized. She was recently listed 
as one of Hollywood Reporter's 2017 
Women in Entertainment Power 100 
In 2015, she was on honoree of the 
New York Women in Film & Television's 


Muse Award for Outstanding Vision 
and Achievement, She wos also the 
first woman to be presented with the 
Harold Lloyd Award from the Advanced 
Imaging Society, which is given 10 a 
filmmaker who hos created a body of 
work, and specific achievements in 3-D, 
that advanced the motion picture art 
form. In 2017, she was the first woman 
to be honored with the Visionary 
Award at the 15th Annual VES Awards 
for her advancement of unforgettable 
storytelling through visual effects. A 
native of Buenos Aires, Alonso began 
her industry career in visual effects (first 
in commercials, then features} including 
‘a four-year stint at Digital Domain, She 
served as VEX producer on a handful of 
films, notably Ridley Scott's Kingdom of 
Heaven, Tim Burton's Big Fish, Andrew 
Adamson's Shrek, and Marvel’s Iron Man, 
‘She won the Visual Effects Society (VES) 
Award for outstanding supporting visual 
effects/motion picture for Kingdom of 
Heaven, with two additional shared 
nominations (best single visual effects, 
outstanding visual eflects/effects-driven 
motion picture) for Iron Mon. Upon 
joining Marvel inher current role, Alonso 
doubled as co-producer on fron Man, a 
role she reprised on [ron Man 2, Thor, 
and Captain America: The First Avenger. 
She graduated to executive producer 
‘on 2011's Marvel's The Avengers, and 
has since executive produced Iron Man 
3, Captain America: The Winter Soldier, 
Captain America: Civil War, Thor: The 
Dork World, Avengers: Age of Ultron, 
Ant-Man, Guardians of the Galaxy, 
Decier Strange, Guardians of the Galaxy 
Vol. 2, Spider-Man: Homecoming, Thor: 
Ragnarok, Black Panther, and Ant-Man 
and the Wasp. Currently, Alonso is 
working on Avengers: Infinity War, the 
untitled fourth installment of Avengers, 
and Cepiain Morvel, 


EXECUTIVEPRODUCER STEPHEN BROUSSARD 
works in Production & Development at 
Marvel Studios, where, clongside his 


colleagues in the fecture film division, 
he is responsible for creative oversight 
of the studio's slate. Joining Marvel 
in 2004, he was part of the team that 
helped usher in a new ero of filmmaking 
at Marvel Studios whereby they began 
to independently produce movies, the 
first of which was the blockbuster Iron 
Man in 2008. That same year, he served 
as associate producer of The Incredible 
Hulk directed by Louis Leterrier and 
starring Edward Norton, liv Tyler, Tim 
Roth, and William Hurt. He wos also Co- 
Producer of Captain America: The First 
Avenger, starring Chris Evans, Tommy lee 
Jones, Hayley Atwell, Hugo Weaving, 
and Stanley Tucci and directed by Joe 
Johnston. Broussard was an Executive 
Producer of Iron Man 3, starring Robert 
Downey Jr, Gwyneth Paltrow, Sir Ben 
Kingsley, and Guy Pearce and directed 
by Shene Black. Iron Man 3 is among the 
highest-grossing movies of all time, Most 
recently he introduced the world of the 
Mystic Arts into the Marvel Cinematic 
Universe as Executive Producer of Dactor 
Strange, Broussard attended the Florida 
State University Graduate Film School. 
While there, he produced a short film 
("The Plunge") that would go on to 
win AMPAS's Student Academy Award 
and an Academy of Television Arts & 
Sciences College Television Award. In 
2011, Broussard was named as one of 
Variety's "Hollywood's New leaders.” 


EXECUTIVE PRODUCER CHARLES NEWIRTH 
recently served as executive producer 
‘on Marvel Studios’ blockbuster Doctor 
Strange. He was also executive producer 
‘on Marvel Studios’ Iron Mon 3 and the 
films Hugo and Zookeeper. From 2000 to 
2007, he was responsible for the physical 
production on of all of Revolution 
Studios’ motion pictures, including Black 
Howk Down, Anger Management, Mona 
Liso Smile, Hellboy, 13 Going on 30, Click, 
and Rocky Balboa. While at Revolution, 
Newirth also served as executive 
producer on The Water Horse: Legend of 


the Deep, Across the Universe, Pater Pon, 
Maid in Monhetten and The One. Prior 
to joining Revolution Studios, Newirth 
produced Galoxy Quest, Patch Adams, 
and Home Fries, Newirth’s additional 
credits as on executive producer include 
Brad Silberiing’s City of Angels, Rob 
Reiner's The American President, and 
true-life droma Ghosts of Mississippi. In 
addition, Newirth co-produced Robert 
Zemeckis’ Academy — Award-winning 
blockbuster Forrest Gump. He also 
served os a co-producer on the Borry 
Levinson films Toys and the multiple 
Oscar-nominated Bugsy, and os an 
associate producer on levinson’s Avaton 
Raised in Scarsdale, New York, Newirth 
received @ BA. in Cinema from Ohio 
State University. He broke into the film 
industry as a location manager on such 
films as Floshdence, Preity in Pink, and 
Ferris Bueller's Day OF. He later moved 
up to production menager on Throw 
Momma from the Train and RoboCop 
before getting his first producing credit 
as an associole producer on Andrew 
Dovis’ The Package. 


CO-PRODUCER AND VICE PRESIDENT OF 
PHYSICAL PRODUCTION MITCH BELL sicrted 
with Marvel Studios in 2010. He served 
as Co-Producer ond Morvel Studios 
Production Executive on Ant-Man and 
the Wasp and has overseen production 
inthe same capacity on Avengers: lafinity 
War, Spider-Man: Homecoming, Captain 
America: Civil Wer, and Avengers: Age 
of Ultron. Earlier in his time with Marvel 
Studios, Mitch served as Associate 
Producer on Capicin America: The 
First Avenger, Iron Men 3, ond Captain 
America: The Winter Soldier. Mitch was 
Executive Producer on several one: 
shots for Marvel, including Item 47 and 
Agent Carter, and is currently working 
on as-of-yet untitled 4th Avengers film. 
Prior to joining Marvel Studios, Mitch 


features ond television. Originally from 


Fort Collins, Colorado, Mitch moved to 
Los Angeles in the eorly '90s ond started 
his career as a Production Assistant at 
Imagine Films 


VISUAL EFFECTS SUPERVISOR STEPHANE 
CERETTI is a native of France, with a 
background in physics and the arts. 
Ceretli stored in the VFX industry 
working os 0 digital artist for But 
Compagnie in Paris in 1996. He began his 
career with Batman and Robin and then 
moved to numerous commercials where 
he acquired all the skills to supervise 
both shoot ond post, before advancing 
to VFX supervisor for Buf on Tarsem’s The 
Cell. From this point, Ceretti has been 
involved as VFX supervisor on major 
feature films such as the Wochowskis' 
Matrix sequals, as well as Oliver Stone's 
Alexander. In the last few years, Ceretti 
sharpened his supervisor skills on 
various genres of films (rom Harry Potter 
‘ond the Goblet of Fire to Botman Begins 
and Silent Hill. Ceretti has been overall 
VEX supervisor for his last two projects 
at But: The Prestige, by world-acclaimed 
Director Christopher Nolan, as well as 
the latest movie from French Director 
Mathieu Kassovitz, Babylon A.D., a Fox/ 
Studio Canal production. He then joined 
MPC and Method studios in london 
where he supervised the VFX work on 
movies such as Prince of Persia: The Sands 
‘of Time. Ceretti’s first adventure with 
Marvel Studios wos to be the 2nd VFX 
supervisor on the shoot of Joe Johnston's 
Captain America: The First Avenger. After 
joining Fox Studios to work with John 
Dykstra os an additional VEX supervisor 
‘on Matthew Vaughn's X-Men: First Closs, 
he co-supervised, with Den Glass, 
the Visual Effects of the Warner Bros. 
movie Cloud Atlas, directed by Lona 
and Lilly Wachowski and Tom Tykwer, 
Following his work on Marvel's Thor: The 
Dork World as a 2nd Unit Supervisor, 
Stephone jcined Marvel's Guardiens Of 
the Galoxy os the main Production VFX 
Supervisor where his work garnered an 


Oscer nomination for Best Achievement 
in Visual Eflects, as welll as nominations 
at the 2015 BAFTAs and Visual Effect 
Society [VES] Awards. He then joined 
Doctor Strange as the VFX Supervisor, 
receiving on Oscor nomination for Bes! 
Achievement in Visual Effects. 


VISUAL EFFECTS PRODUCER SUSAN 
PICKETT begon her career in film as 
@ production assistant in New York, 
where she worked as a set PA ond a 
2nd AD on numerous features before 
transitioning into VFX. She worked as 
a VFX coordinator on several films 
involving VFX and animation— including 
Fat Albert, Gorfleld: A Tale of Two Kites, 
‘and Fantastic Four: Rise of the Silver 
Surler. She then linked up with Marvel's 
Executive Producer Vicloria Alonso, 
and worked as VFX production manager 
on Iron Man. Now working os a VFX 
producer, she has been at Marvel for 
ten yeors and has worked on Iron Man 
2 and Marvel's The Avengers in addition 
to Guardians of the Galaxy and Doctor 
Strange. In addition 10 working on over 
30 feature films, Susan is o member of 
the Directors Guild of Americo, the 
Producers Guild of America, the Visual 
Effects Society, and The Academy of 
Motion Picture Arts and Sciences, 


PROPERTY MASTER ANDREW M. SIEGEL 
begon his career in the film business 
by onswering an ad for an assistant art 
director on the "help wanted" board at 
CalifornicStote Universityat Northridge 
in 1988. A series of misdirections and 
prevarications led to jobs on the set of 
Pee Wee's Playhouse, as well as miniature 
building ond puppeteering on films such 
as The Blob and The Abyss. Since then, 
he might have accidentally become 
qualified for the job of Property Master, 
© position he has enjoyed on such filmsas 
Avator, The Green Hornet, The Amazing 
SpiderMan, and 0 couple of films with 
Stor Trek in the title. 


Contributor Rios 


CINEMATOGRAPHER DANTE SPINOTTI is 
@ versatile cinemetographer whose 
recent credits include the thriller Troffk, 
starring Paula Patton, Trudie Styler's 
Freak Show and Marc Abraham's 
Hank Williams biopic | Sow the Light. 
The cinematographer earned his first 
Academy Award nomination and a 
los Angeles Film Critics Award for 
Curtis Henson's 1997 period drama 
LA. Confidentiol (with additional 
nominations from the American Society 
‘of Cinematographers and BAFTA), 
followed by a second Oscar nomination 
and los Angeles Film Critics Award 
two years later on Michael Mann's 
acclaimed true-life drama The Insider. 
Spinotti has worked with Mann on four 
other projects, including Manhunter, 
The Last of the Mohicans (for which the 
cinemotegrapher won the BAFTA Award 
and earned his first nomination from the 
ASC), Heat, and Public Enemies. Spinotti 
has also enjoyed repeat collaboration 
with director Michael Apted {The 
Chronicles of Nornia: The Voyage of 
the Down Treader, Blink, and Nell) and 
director Brett Ratner (Hercules, Tower 
Heist, X-Men: The Last Stand, Alter the 
Sunset, Red Dragon, and The Family 
Man). Spinotti reteamed with Curtis 
Hanson on his ecclaimed 2000 comedy- 
drama The Wonder Boys, and has also 
directed the photography for such films 
as Flash of Genius ond The Quick and 
the Dead, Other feature credits include 
Hudson Hawk, True Colors, and two films 
for which he won the Dovid di Donatello 
Award, La Leggende del Santo Bevitore 
and I! Segreto de! Bose Veechio. Born in 
northeast Italy, Spinotti discovered his 
interest in film photography in his early 
teens. He traveled to Milan, where 
he gained professional experience in 
Italian television films, including the 
1972 TV miniseries | Nicotero and 1975's 
Tracce Sulla Neve. Breaking into fecture 
films, Spinotti worked extensively in 
his homeland, in collaborations with 
lina Wertmilller (1984's Sotto...Sotto... 


Strapazatto da Anomola Passione) and 
liliana Cavani (Interne Berlinese, |985). 
before coming to America to work 
with Mana on Manhunter. In addition to 
his individual film honors, Spinotti wos 
honored with the Lifetime Achievement 
Award from the American Society of 
Cinematographers (ASC) in 2012 ond 
received the 200? Camera Image Award 
at the XVII |nternationo! Film Festival 
of the Art of Cinematography in Lodz, 
Poland, celebrating his body of work. 
Keeping with their annual tradition, the 
festival published a book illustrating his 
career achievements. 


PRODUCTION DESIGNER = SHEPHERD 
FRANKEL wos born and raised in New 
York City, He ottended the loGuardio 
School of the Arts before relocating to 
the west coast and earning a master's 
in Architecture from the School of 
Architecture and Urben Planning at 
UCLA. Quick on his feet, upon graduating 
from UCLA, the highly creative Frankel 
was recruited to work on commercials 
as an assistant art director for a variety 
of commercial shops, including RSA 
for Tony Scott and Ridley Scott. His 
success in the commercial world led 
him to fectures, where he continued his 
development as an assistant ort director, 
art director, and supervising art director 
on various films including Rob Minkofl's 
Stuart Little T & 2, Andy Tennant’s Sweet 
Home Alabome, Paul Thomas Anderson's 
Magnolia, Jonathan Mostow's Terminator 
3, Raja Gosnell's Scooby Doo 2: Monsters 
Unleashed, Pitof's Catwoman, Tim Story’s 
Fantastic Four, and Todd Phillip’s Due 
Dote. Frankel hos had on extensive 
history in delivering large-sealed films as 
well as great comedies os o production 
designer. Some of his previous work 
includes Seth Gordon's Baywatch, 
Marvel Studios’ Ant-Man, Jason 
Bateman's Bad Words, Peter Billingsiey’s 
Couples Retreat, Anne Fletcher's Step Up 
and 27 Dresses, Richard leGravenese’s 
PS. 1 Love You, and Zak Penn's The Grend. 


He has previously colloborated with 
‘Marvel Studios as production designer 
‘on several Marvel One-Shots, Item 47 
and Agent Carter, both directed by Louis 
D’Esposito, and All Hail the King, directed 
by Drew Pearce. He also provided 
addition! photography on Thor: The 
Dork World, Guardians of the Galoxy, 
Avengers: Age of Ultron and Doctor 
Swange. Between feature assignments, 
Fronkel works with studios, directors 
and producers to develop concept 
presentations and design strategies for 
films, In addition, he has set the look for 
several successful television pilots and 
popular commercials. 


COSTUME DESIGNER LOUISE FROGLEY is co 
highly regerded costume designer with 
decades of experience in the motion 
picture industry. Her credits span 
multiple genres with titles such as Marvel 
‘Studios’ Iron Mon 3, The Finest Hours, 
Ides of March, end award-winning films 
like Traffic, Syriano, and Good Night, 
ond Good Luck. Her most recent work 
includes SpiderMan: Homecoming and 
the much-anticipated sequel to the 2015 
hit movie Ant-Man, Ant-Man and the 
Wasp. She began her career working in 
London and Poris as a set decorator and 
costume designer for various commercial 
companies, including RSA Films. 


HEAD OF VISUAL DEVELOPMENT RYAN 
MEINERDING hos been active os a 
freelance concept artist and illustrator in 
the film business since 2005. Even early i 
his career, his work was elready drawing 
the kinds of raves reserved for industry 
veterans. Alter earning a degree in 
industrial design from Notre Dome, he 
transitioned to Hollywood ond worked 
on 2008's Outllonder. He was hired at 
Marvel Studios for Iron Man, ond after 
Teoving briefly to do concep! work for 
Tronsformers: Revenge of the Fallen and 
Watchmen, has been full time ever since. 
‘While working on ron Man 2, Meinerding 
contributed the design for the new Iron 


Man crmor in the comic-book series 
Invincible Iron Man. He served as visual 
development co-supervisor on Captain 
Ameria: The Fiest Avenger, Thor, and 
Marvel’s The Avengers. He then served 
as head of visual development on Iron 
Mon 3, Captain America: The Winter 
Soldier, Avengers: Age of Uliron, Capiain 
America: Civil War, Docior Strange, 
Spider-Mon: Homecoming, Black Panther 
and Avengers: Infinity Wor. Ho is 
currently working on Avengers: Untitled 
‘and the untitled Spider-Man sequel and 
loving every minute of it. 


VISUAL DEVELOPMENT SUPERVISOR ANDY 
PARK studied os an arl/illustration major 
‘at both UCLA and ArtCenter College of 
Design. His career begon os a comic- 
book artist, fulfilling a childhood dream 
and illustrating such titles as Tomb 
Reider, Excalibur, and Uncanny X-Men for 
Marvel, DC, and Image Comics, among 
others. After a decade in the comic- 
book industry, he made a career switch 
and began working as @ concept ertist in 
video gomes, He was one of the leading 
artists designing the various worlds 
‘and fantastical characters/creatures of 
the award-winning God of Wer video 
game fronchise for Sony Computer 
Entertainment of America. Park joined 
the Visual Development Department 
at Marvel Studios in 2010 os a visual 
development concept artist, designing 
characters and keyframe illustrations 
for Marvel's The Avengers, tron Mon 3, 
Captain America: The Winter Soldier, 
Thor; The Dork Werld, Guardians of the 
Galoxy, Avengers: Age of Ultron, Ant- 
Man, Captain America: Civil War, and 
Gverdians of the Galaxy Vol. 2. He has 
since become the Visual Development 
Supervisor ond led the department on 
Guardians of the Galaxy Vol. 2, Thor: 
Rognarok, Ant-Man and the Wasp, and 
on the upcoming films Captain Marvel 
and Guardians of the Galaxy Vol, 3. 
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